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American forces defending 
the Autobahn. 


American howitzer fire against 
attacking Soviets. 
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An advancing Arab APC is 
“destroyed by Israeli forces. 
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OVERRUN! is the most realistic tactical-simulation of 
modern land warfare ever made. No wonder, since it 
uses an improved version of the critically acclaimed 
game system seen in our bestselling wargames — 

PANZER STRIKE! and ‘TYPHOON OF STEEL. 

Phe action if OVERRUN! is so detailed, you can-almost 
feel the Milan-Jauncher in your-hands or the explosion 
ofa HEAT round inside a-T-72! Each.unit symbol repre- 
sents either one tank, gun or squad of infantry; each 
square of the 30 x 90 map, 50.yards. The resolution 1s so 
fine that the computer keeps track of the ammunition 
fired by an infantryman down to the last round! 

It also offers so much play flexibility thatitis as much 
a construction set as a wargame. Powerful tools are-pro- 
vided so you easily create your own maps, troops.and 
missions — in éssence, an infinite number of scenarios. 

Europe and the Middle East serve as the near-future 
battlefields; where Russia and Soviet allies battle the 
forces of the U.S.and her allies. This tactical game incor- 
porates practically every. ground weapon-in the modern 
arsenal and even some that are in development— such 
as tanks with reactive armor (including the Soviet T-94), 
FOG-M and ADATS. 

For.the historically minded, OVERRUN! includes the 
Israeli/Arab October War of 1973. 

The ratings for armored vehicles are exhaustive. For 
example, armor is segmented into front, side and top of 
hull, with fronts and sides further rated for-resistance to 
HEAT and kinetic rounds. 

You can simulate single battles or an entire campaign. 
The former lets you play against another player or the 
computer and to depart from the scenarios already pro- 
vided by making use of the construction features. 

The campaign scenario pits you against the computer. 
It creates the maps and determines the type of battles 
and missions. You “buy” tanks, infantry and support 
units (such as artillery and missile sections). 

The ultimate objective of the campaign game is to 
fight — and win — as many battles as possible before the 
war ends. If you suffer heavy losses during one battle, it 
will take a long time for you to replace and upgrade 
your forces before you can fight the next battle. 
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Screen displays shown are from 
the APPLE. Displays from other 
computer(s) may vary. 


APPLE is a registered trade- 
mark of Apple Computer, Inc. 


MADE IN U.S.A. 
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For the historically. minded, Ovmrkusbincludes the 
Isracli/Arab October War of 1973. 

The ratings for armored vehicles are exhiustive: For 
example, armor is segmented \rito front, side and top of 
hull, with fronts and sides further rated for resistance to 
HEAT and kinetic rounds, 

You can simulate single batiles or an entire campaign. 
The former lets you play against another player or the 
computer and to depart from the scenarios already pro- 
vided by making use of the construction features 

The campaign scenario pits you against the computer, 
It creates the maps and determines the type of battles 
and missions. You “buy” tanks, infantry and support 
units (such as artillery and missile sections) 

The ultimate objective of the campaign game is t6 
fight — and win — as many battles as possible before the 
war ends. If you suffer heavy losses during one battle, it 
will take a long time for you to replace and upgrade 
your forces before you can fight the next battle. 
Overrun! Advanced study 
of advanced land warfare. 
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Weapons data for a U.S. M1 
Abrams battle tank. 
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target unit is hit 
each unit in the 


ets, 5 
ether HATO 
mee! It usually 
e 
range where its accra EIDE Oe 
When the target is hard, the com 
goes through several checks. Fit of al 
10% of all HEAT shells are duds and have 
no effect. Secondly, a number between 1 
and 20 is generated. If this number is less 
than or equal to the number of reactive 
armor cells left on the vehicle, the num- 
ber of reactive armor cells left is 
decreased by 1, and, if a HEAT shell was 
fired, it will have no effect. If the number 
is greater than the number of cells left, or 
if the shell was a kinetic shell, the reactive 


iS positioned in 
levation than 


Cannot be hull-down t 
Aunit ona slo ‘ 
) pe square 
hull-down only to adjacent units on ae 


3 squares; this is the onl : 
, ly way a 
slope can be bilder: Y aunitona 


Once the depth and location of the hit is 
determined, the amount of the proper type 
of armor at that location is determined. 
The amount listed on the unit's Weapons 
Page is the minimum for that location; it 
can be twice as much as that listed. For 
instance, if the front of a unit is successful 
ly penetrated by a HEAT shell and that 
unit has a FH listing of 6, it is considered 
to have an armor depth of between 6 and 
12. Assume that it comes up 8; in that case 
the shell would have to have to be able to 


in order to 
t least a depth of 8 ino 
penetrate @ aa is variance of de ; 
damaee" designed to reflect the pai ae 
fev stils would hit perpendicu pes 
would hit at some angle an 


re encounter more than the 


If AP shell 
jerei 
units in the 
_Jfan HE sh i 
ae will never have a primary target. 


its always penetrate if the shell 

eee ie RoE unit is greater than 1. 
hell penetrates a hard target, one 

Weal things might happen: the target 
may be automatically destroyed; it may 
Jose a track; it may lose its engine; or the 
crew compartment may be penetrated. If 
a track or the engine is lost, the unit can 
no longer move and will be abandoned if 
forced to retreat or rout. If the crew com- 
partment is penetrated, two things may 
happen: one or all of the crew may be 
killed, and the weapons in the area pene- 
trated may be knocked out. Thus, if the 
turret/ upper hull were penetrated, the 
top two weapons listed for a unit may be 
knocked out. 


All fire against soft targets is HE fire. Such 
fire may hit more than just the primary 
target in a square. (This is not the case if 
the primary target is a hard target and it is 
hit.) The chance of an HE shell hitting a 
specific unit is greatest if the unit is the 
primary soft target, less if it is another soft 
target, and less still if it is an open-topped 
hard target. The chance is the least if it is 
a regular hard target. (If a hard target is 
hit, the procedure explained above is used 
and not the following.) 


Generally, the higher the weapon’s infantry 
attack value the more likely it is to hit the 
target. Non-adjacent fire has a reduced 
chance, and the soft target modifiers may 
reduce the chance further (see the 
Formulas section). The chance is 
increased if the target is advancing or is an 


artillery unit, and decreased if it is 
Positioned in some kind of cover, 
Retreating, Routed, Pinned, or Dug-in. 
Small arms fire against a unit that is Dug-in 
or in hard cover is additionally decreased. 


If, given the modified chance, a soft target 
is hit, it will lose a number of men based 
on that chance and on the firing unit's 
infantry attack value. Soft vehicles 
(trucks, etc.) and artillery units may also 
be destroyed outright. 
Missile Fire: 
Missiles are launched during pulse 3 of 
the Combat Phase at a unit’s current tar- 
get. A random number is generated to 
determine if the missile impacts on that 
pulse. If it does, the fire is resolved using 
the HP rating of the missile. If the missile 
does not impact on pulse 3, on pulse 1 of 
the next Combat Phase the computer 
determines whether the firing unit still 
has a LOS to the target unit If it does, the 
fire is resolved. If it does not have a LOS, 
the missile does not impact. A helicopter 
unit in the Evade state will always lose a 
LOS during pulse 1. 


For missile weapons, the number listed 
for its infantry attack rating is actually the 
minimum range that the missile can be 
fired at. If it is fired at more than this mini- 
mum, but at less than twice the minimum, 
then its accuracy will be halved. K.0.G. - 
M missiles can be fired at targets which 
the firing unit normally could not see. 














(1-8) 
(0) 
(A) 
(B)** 


(c)@ 


(D)*@ Debark passenger(s). If the current unit is a vehicle then i 


(E)° 


(F)*@ Change unit's facing. Use the directions of the movement compass. ; 
(G)** Rally. When an HQ unit is ordered to rally, it will attempt to halve the suppression value of all 


(H) 


(J)@ 
(K)* 
(L) 
(N) 
(0) 


(P) 
(Q)* 


(R)*@ Range. The maximum firing range at 


(S)*@ State. The state of the current unit can be changed. 


(T) 


\)*** Inspect enemy units. All enem units that can be se 
v i ‘ 4 target by pressing the T key when the desired 


(M)*@ Move unit. The unit will be ordered to move to 





Move cursor. 
View terrain only. All units are cleared from the scr 


Go into All-Units mode. If the formation HQ is not the curt 
You will be able to issue certain orders to the whole formation. 
current unit is the spotter. Those units avail- 


Bombard. The cursor location is the target square; the c i ‘ 
able to bombard and the administrative delay before firing starts will be listed. 
Cancel orders. All movement and bombardment orders assigned to the current unit are 


cancelled. F 
t will unload all of its passengers; if the 


een so that the underlying terrain can be seen. 
urrent unit, it will become the current unit. 


current unit is a passenger, then only it will unload. ; 
Embark passenger. When given to a vehicle, you will be asked for the formation and number of a 
unit to be loaded onto the vehicle. 


subordinate units within its rally radius. It costs one order to press the rally key, and one order for 


each unit rallied. 


Find units HQ. The next superior headquarters unit becomes the current unit. 


en by the current unit will be shown sequential- 


ly. The current unit can choose one of them as a 


d. It costs one order to designate a target. 


enemy unit is accesse ; 
uter control or removes it from that con- 


Toggle computer control. Places a formation under comp 
trol if already under computer control. ; : 
Infantry smoke. An infantry unit can be ordered to lay smoke in an adjacent square. 


Locate. Moves the cursor over the current unit. : : 
the cursor location. An advance state will have to be 





chosen for it. ? 
ic order will become the current unit. 


Next unit. The next unit in alphanumer! 

Display unit's movement objective(s). Moves the cursor to the location of the movement Sh Tig ean ee caceeramsis 
objectives assigned to the unit. Its state will also be shown. & ——s armen —— : 
List unit's passengers. All units loaded aboard the current unit are listed. E Fra ree ; 


Change helicopter unit's altitude. 
which the current unit will automatically select targets can be 


changed. 


Show unit's target. 

Infantry assault. The current infantry unit will assault the enemy at the cursor location. 
View. All squares that the current unit can see will be inversed. 

Weapons Page. The current unit's Weapons Page will be displayed. 

Exit Unit Menu. Return to the Map Menu. 

Center screen on unit. 

Toggle maps. The map changes to whichever (strategic or tactical) is not in use. 


Notes: 

@ =Can be done in All-Units mode. 

* = Costs an order. 

** = May cost more than one order. 

***_ Costs an order if an enemy unit Is targeted during an Inspection. 
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Our main business telephone number is (415) 964-1353. We also 
ti aaa have a Technical Support Hotline number: (415) 964-1200, which 
STRATEGIC SIMULATIONS, INC® you can call if you have problems with your disk or need a clarifica- 

4046 N. Rengstorff Avenue tion of the game anor rules. Both numbers can be called every 


Mountain View, CA 94043 workday, 9 to 5 Pacific Time. 
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